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public domain role-playing game 


pressun press 


l. introduction 


Public Domain Role-Playing Game helps storytellers work together. Players roll 1d20 to determine the 
"High Roller" who creates fictional conflicts for characters acted out by everyone else. Pencil, paper and 


polyhedral dice! per player are recommended. 


2. traits 


Character features or items useful in conflicts. 


Examples: 
body mind 
Strength Charisma 
Agility Willpower 
Endurance Perception 
Dexterity Intelligence 
Constitution Wisdom 
2.1. dice 


Assign one die per trait or item. Higher maxi- 
mum roll represents greater narrative potential. 


3. action 


Player describes what a character attempts to do. 


3.1. conflict 


Non-trivial actions create a conflict to resolve 
with dice. High Roller sets a threshold number 
for difficulty. Player rolls one die from a related 
trait or item. If roll is higher? than the threshold it 
succeeds. Rolling a twenty is a major success. 


Easy 1-5 
Tricky 6-10 

Hard 11-15 
Wicked 16-20 


! 1d20, 1d12, 2d10, 1d8, 1d6, 1d4 
? Conflict resolves with a complication on a tie 


3.1.1. collaboration 


When an action is declared, other players may 
take actions to add one die to the conflict. Con- 
flict fails if the total roll is over twenty. 


3.1.2. damage 


In dangerous conflicts, inflict damage or remove a 
die equal to a player’s roll upon failure. Conflict 
fails if total roll is below the damage of the most 
damaged character involved. Twenty damage 
may be taken before death. 


3.2. notch 


Gain a notch upon rolling the minimum value of a 
die. Spend one notch to add one additional die to 
a conflict. Player must narrate their contribution 
to the conflict. 


3.2.1. improve 


Spend notches to add a die to a trait if not in a 
conflict. Total roll of each trait must be equal or 
less than twenty. 


1 2 3 4 5 6 
d4 d6 d8 d10 d12 d20 


4. notice 


I voluntarily dedicate this work into the Public Domain to en- 
courage new creations. 
Artists may: 


e Use this work without restriction and for any pur- 
pose. 


* Create copies to be shared without limit and for any 
purpose. 


* Create derivative works without restriction, for any 
purpose, and without credit. 


e Use this notice in your own work. 
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9. goal of ambitious limitation 


Create a narrative goal. Gain one notch on the 
goal when progress is made. 


Achieve goal through a final conflict. 
Rolling under notches gained fails. Rolling over 
notches gained succeeds. Rolling egual to 
notches gained resolves goal with a complication. 
Give notches gained to those accomplishing goal. 


10. levels 


Spend notches equal to level to earn! it. Add a 
die corresponding to level to an item or trait. 
Substituted any die for a lower die. 


d4 |21| d8 |4 
d6 |22 |d10 |4 
d8 |23 |d12 |4 
d10 | 24 | d20 | 4 
d12 |25| d4 |4 
d20 | 26 
d4 |27 


d12|61| d4 | 81 | d8 
d20 |62| d6 | 82 |d10 
d4 |63| d8 | 83 |d12 
d6 64 d10} 84 |d20 
d8 |65 |d12| 85 | d4 
d10 | 66 | d20 | 86 
d12 67 | d4 | 87 
d6 |28 |d d20 | 68 | d6 | 88 d 

d8 | 29 d12|49 d4 69 d8 | 89 |d12 
d10 | 30 | d20 | 50 | d6 |70 |d10| 90 |d 

d12 |31| d d8 |71 |d12| 91 | d 
d20 | 32| d6 |52 | d10 |72 |d20 | 92 | d 
d4 |33| d8 d12 |73| d4 | 93 | d8 
d6 |34 |d10 | 54 | d20 |74| d6 | 94 |d10 
d8 |35 |d12 |55| d4 |75| d8 | 95 |d12 
d10 | 36 | d20 | 56 | d6 |76| d10| 96 | d20 
d12 |37| d4 |57| d8 |77 |d12| 97 | d4 
d20 |38 | d6 |58 | d10 |78 | d20| 98 | d6 
d4 |39| d8 |59|d12|79| d4 | 99 |d10 
d6 | 40 | d10 | 60 | d20 | 80| d6 | 100 | d12 
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10.1. epic prowess in character 


Create a signature move for a character. 


Inflict one permanent damage or spend 
notches equal to level of character. Roll 1d100 
under level of character to succeed. Roll fails 
when over level or under damage of the most 
damaged character. Inflict damage to user on fail. 
Dice are 2d10 for damage. 


level 1-25 | 26-50 | 51-75 | 76-100 


notches 5 10 15 20 


' Levels must be earned in sequential order 


11. range rolling 
Roll to determine the threshold within a difficulty. 


easy d4 | d6 | d10 
1 1 /6 
2 2 2; 2/7 
3 3 3 3/8 
4 4 4 4/9 
si 5 5/10 
tricky d4 | d6 | d10 
6 1 /6 
7 2 2 2/7 
8 3 3 3/8 
9 4 4 4/9 
10 5 5/10 
hard d4 | d6 | d10 
11 1 /6 
12 2 2 2/7 
13 3 3 3/8 
14 4 4 4/9 
15 5 5/10 
wicked | d4 | d6 | d10 
16 1 /6 
17 2; 2 2/7 
18 3 3 3/8 
19 4 4 4/9 
20 5 5/10 
12. distance 
Threshold to be rolled over to affect things out of 
reach. Projectile rolls must be higher than thresh- 


old to hit. 


description | threshold 
Close 1-5 
Near 6-10 
Far 11-15 
Distant 16-20 
12.1. chase 


High Roller sets a threshold representing current 
distance gap between characters. 


12.2. flee 


Running away is one difficulty tier under violence 
except when cornered. 


10. training 


=] b= 


Upon training days equal to level, roll one die, Spend notches to gain a level upon gaining a notch. 


1-25 26-50 51-75 76-99 100 
d4 d6 d8 d10 d12 
11. party 


Spend coins partying instead of notches to gain character level u 
earned for days spent partying. Roll 1d100 for debauchery. 


pon returning from adventuring. Roll die 


# 1-20 21-40 41-60 61-80 81-100 

1 Jail Fight Shaved Wrestle Demonstration 
2 loan Blood Gamble Romance Transmutation 
3 Deal Guard Patron Robbery Unconscious 
4 Fool Arson Grudge Amnesia Transformation 
5 Lice Fleas Insult Beating Blabbermouth 
6 Duel Curse Poison Promise Philanthropy 
7 Mark Steal Summon Singing Imprisonment 
8 Hero Lynch Kidnap Revenge Destruction 
9 Fall Forge Attack Message Gladiator 

0 Game Vomit Corpse Slaying Spelunking 

1 Cult Brawl Coffin Marriage Shakedown 
2 Omen Tithe Throne Portrait Companion 

3 Baby Rival Potion Mistaken Stronghold 

4 Lost Bless Statue Hangover Recruitment 
s Hurt Naked Temple Gluttony Blindfolded 
6 Barn Sleep Bounty Headache Authorities 
pi Fish Tooth Tattoo Fountain Eavesdrop 

8 Gown Chain Donkey Denounce Investment 

9 Lose Binge Clumsy Mountain Apprentice 

20 Raze Grave Infamy Arrested Volunteer 


12. notice 


I voluntarily dedicate this work into the Pub. 


Artists may: 


¢ Use this work without restriction and for any purpose. 


ic Domain to encourage new creations. 


e Create copies to be shared without limit and for any purpose. 


e Create derivative works without restriction, for any purpose, and without credit. 


e Use this notice in your own work. 


SWOT pue əFewep Woy ayeredas ‘proysoryy 
AyNoyJIp əseəsour AyTenbo saysjoN 'uonəæ owes 
ou) YIM JoyjouR Sutures 9J0J9G YOJ0U ay) puads 
“yo}ou € ure8 0] uonop I9J9LIEYO V sufisse Jake 


syainb ZI 


PIPIM prey APUL seg 


quopesoq | sarsuodxg | əjqeuoseoy | desu 


"SUISJI SOUL sfenbo 2715 ərp 198187 `ssə[ JO Qu9Al 
JO lo: wnunxew peo) e YIM 2p ə[dn[nu: JO 
ƏIp € YIM W Ə[SutS V SE SUIOJI ə|dn[nur Joensqyv 


Apddns "TT'9T 
`ən[eA [enba Jo 91p e saou *oSkUIEP JO peas 


-uJ “ppl ised səəonpƏi: ozis JI ərp Lowy "UINUIT 
-uru SUI[[01 uodn 1319 suo Aq 9ZIS IP WAI əƏ9npəq 


UO[JIPUO9 "POT 


oT OcP 8 8P 

(4) CIP 9 9P 

Ol OIP v YP 
swə}r | Ápoq | suojī | Apoqg 


*98WIP 0] ppe JOU Soop pue ojeIedas st SYL 
"PIOYS9JU) SAO USIH oy) UEY 1916913 Jr SW 
o s.Joyovreyo e sjenbo pyoysamm /(3nəujiq 
“yen Apog JO [Io wnwrxew 0) enbo sway AI 


KIOJU9BAU[ “OT 


WOT | 0291 | W3 | 01-9 
umoq | SI-IT dn St 


"eyo Bureo uƏuA apts Ə1tsoddo o) ON "X0g suo 
U90) BY} IAOW o) UONIOIP 107 O [PZ TON 


I T £ v S 
9 L 8 6 | Ol 
IT | cl | el | vt | SI 
OT | ZI | 81 | 61 | OÇ 


‘PLS uo U90) ə2p[d put JIA 1047 OZPI [OU 


“IAYO YORI IE9U SJUSAS PALJA IN "UOUIUIOO ISLA 
Suq AJUOM} “SJuƏAƏ wI Ə SIEGUNU JOUSIĻ 
"UOUIUIOO Jsou FUQ JUO “sJuƏAƏ UOUIUIOO W 
SIOQUINU J9MOT "SJUS9A9 ÁJuəm} JOQUINU pue IIM 


S]Uu9A2 “CT 


t £ < I 
Oc-9T | STAT | OF9 | CI 


səuolou 
piousəiu1 


"JOIUO9 & SutA|osə1 uodn səuo1ou uwy 


39U9[192dX3 :0'hI 


"pep 1ə)opipuo JoXeyd e uodn yas 
-91 10 Juəupuriod əq ABUT əspərour yog :Ieuondo 


`siəKe|d oy) Suoure 
poreys 10 1okKeļd yoro 10} ayeredas aq KRur əspə1our 
STL Jtguoo g ut [[01 oLa Jaye əuo Aq ətp euon 
-IPPE JO [[01-91 yea JO 1so5 YOU ƏY} əspə1ou] 


pts4P StI 

"]S91 JOUUEO SI9]9EIEYO poyerxkyd 

-SV dre JNOUJIM spuoses (lu) Alaa Apog JON 
uorjeríxKÁudsc ‘ppi 

‘Sar JoUURD siəo]opipuo 

P9)EIpAYa(g owm moypım Aep yəæə (pog ON 
UO[]8 IPĀU9P Epi 

"1591 1ouupo si91op 

-wyo SU[AIVJS 'POOJ JNOUJIM Aep yəæə Apog JON 


uor)8A4681]5Ss THI 


"ILME sinou U99JXIS Jaye INOU YƏ (pog OA 
UOTISNVYXI "THT 

‘Junso 

uəuA suəddey Ájuo yen e SurAoiduy :Iguondo 
']S91 wor Aep 129d o8eurep suo sonpoy 


1531 “PT 


‘SILY ŠUDJOOJ pue ŠUIPIU UseMjoq JOIJUOJ 


U)I[€9)1S “Ter 


OZ 91 LGI 

ST-IT peor 

01-9 HeH 

S-I Pored 
plousəiu1 | uoridiiosəp 


`ə8zurep [Bp JOUULO I9A09 JN} ut əƏsoU], 1981 
yorne o} uonisoddo JOJ I9A0 ||O1 0} plousərTq 19S 


13409 EI 


“SUIPULT o1 99UEJSIP 1sure8p ryu 


ŠUIIIEJ €l 


SUIZ991,] syuapoy | IYSIJUNS | SUIOJS | 8 
sospug səeoş | əseəsıq | sprg |4 
poojg SI98RU99], | SIOLIIJN | sēng |9 
Suyono, | sioyeparg | sasdiog | SpMOIJ | ¢ 
sənuouiny | SI9SURIJS | SLI] [EJ | s1uy$H |p 
A19 BUNS AQUIL | Wed | 7 JU9WUOPpUEgy | əmopry | Suung jN | € 
HUA ssouysty | AÁzzıq | oyu | € SI9]SUOW |Surumoiq | ssouyseq | ssoyH | Z 
Ysttoqqr | uorsnyuo) | MYS | WMS | C JuəurəguUuoO | 99U9[0TA | sumdeJ | əng |] 
PQH awed gəsneN | SIYO | 1 r ç Z I # 
Lá £ T # 
“IEJ B JO SIP IUO [[01-9] o) 98EUIEP 9U0 IPL 
"IE9] JO NSIN 182) T6 
wmoz,d WAS “TTS 
SBSISSIKN. 001 ƏA1š[ndui 08 snore 09 aH OY ROM oz 
1uəpuədəq 66 Ieoļuk 6L ssojuIy 6S epp [23 qolS 61 
ƏAISS9185V 86 ssə|əmo SL Əmoəsu] gs Anod SE 1]səd $I 
snoridsng L6 AITU LL uopnjo LS | Apoow | LE una LI 
Teuorsnpq 96 Sson 9L InješusA 9S Audy 9ç WH 9I 
SAISS9SqO S6 PƏ)JISSuoO SL YSUTSS sç ĀZvoļ$ St Aue, SI 
ƏAISSƏSSOq +6 [gut tL 1upiou3 rs Apmoy re ILA a! 
JU9PUUu0S91ISAO £6 Atpremo3 EL Tuig ES Asso tt mg €I 
aannoduoy T6 JsəuousIq TL pəltods TS SAUN TE Snug TI 
Iny19adsa1sI 16 uioqqnms IZ MOTTEUS IS PPPA IE oēry II 
oLņue008g 06 USIPIUO OL {sood os PI) og duim or 
sarye[ndrue 68 suissen | 69 | prwywv | 6r AIS 6z Aus 6 
1uə)oduioou] 88 SS9P 977] 89 snorxuy $r Ássng 87 Kaug 8 
snonpsiodng L8 STAND L9 WAMU Lv Auns LC əpnz 6 
snonuajarg 98 plourieg 99 Jopuads 9p Asunjo 9 IWT 9 
SUIAISIOJU[) S8 sandodag s9 Aysney Sp opud Sz KZe] S 
Əle1opisuoouI v8 1u9šH[39N v9 IPP vr PH ve ASON v 
wnoušīg €8 Adumip, €9 eon ev Amg ET URA € 
reutejduo) C8 [eondoys T9 quopeduy Ty P99ID < rI C 
Sumpg 18 quesoly 19 WSLS Iv rdu, IZ qumq I 
“IEJ JO MEH p Sutsn uƏuA P IUO [[01-91 0} Ə8purep IUO ƏAI92932] IWJ JO MEP IEJOLIEŅO 10} [TOY 
uərlqoad :6 
uo umg Koi) prea 9 
MOIQgoAT IŞ PZeH NYM ç 
pueH AON U9910 yori r 
ƏSON EU U EI ag ped € 
way TIEM Jegury opuolg Z 
1999) purig UMOIĢ UMOIĢI I 
uor)jeoo[ yiew aka lieu # 


-OI- 


slaying % spelunking 


pressun press 


l. introduction 


Public Domain Role-Playing Game module for dungeon delving and dragon slaying adventures. Supply, 
Condition, and Goal from Option All module are required. 


2. traits 
Reduce die size by one tier upon minimim roll. 


Body is a required trait. Roll for dice to as- 
sign. Charater dies upon having no dice in Body 


1 2 3 4 5 6 


5d4 | 2d4+2d6 | 1d8+2d6 | 1d8+d12 | 2d10 | 1d20 


3. encumbrance 


Determine conflict difficulty using the item slots 
filled from the most encumbered character. This 
difficulty is separate and does not stack or add to 
any other difficulty. Use this difficulty if it is 
greater than the High Roller or Damage difficulty. 


slots difficulty 
1-5 Easy 
6-10 Tricky 
11-15 Hard 
16-20 Wicked 


3.1. provisions 


Carry up to 1d4 for rations and water per slot. 
Roll provisions per player to rest. 


3.2. light 


When light is needed, conflict against light source 
damage using the light source dice. 


Optional: Add minutes to a timer equal to 
light roll. When the timer goes off, repeat roll. 


3.2.1. return 


Make a goal! named Return. Add one notch? 
when rolling for light. Conflict against notches to 
return to safety. Reward notches upon returning. 


4. notches 


Hold a maximum of twenty notches per character. 


5. time 


Time within the game world passes the same as 
the real world when not playing. 


6 rest 


Dungeons cannot be rested in. Characters die if 
session ends in a dungeon. 


7. gear 


Roll up to three times on the Adept's Workshop 
item chart for starting gear. Roll for die size. 


1 2 3 4 5 6 
d4 d6 d8 d10 d12 d20 


8. notice 


I voluntarily dedicate this work into the Public 
Domain to encourage new creations. 
Artists may: 
* Use this work without restriction and for 
any purpose. 
e Create copies to be shared without limit 
and for any purpose. 
* Create derivative works without restric- 
tion, for any purpose, and without credit. 


* Use this notice in your own work. 


' See Option All module 


? Maximum twenty 


1 Wood 21 Bauer 41 Devine 61 Castillo 81 Dempster 
2 Dias 22 Vinci 42 Marlowe 62 Lightfoot 82 Saylor 

3 Ward 23 Nunes 43 Lister 63 Morrell 83 Cervantes 
4 Tull 24 Boyle 44 Balboa 64 Olivera 84 Steele 

5 Port 25 Novak 45 Normans 65 Kowalski 85 Townsend 
6 Nash 26 Ruble 46 Brewer 66 Powers 86 Stearn 

7 Hood 27 Sawyer 47 Chandler 67 Cooper 87 Driggers 
8 Dale 28 Koval 48 Harper 68 Palmer 88 Wainwright 
9 Krol 29 Mason 49 Kennedy 69 Hughes 89 Walters 
10 Clay 30 Alder 50 Chapman 70 Fischer 90 Stoddard 
11 Dean 31 Rolfe 51 Martel 71 Payne 91 Sloanei 
12 Bell 32 Grant 52 Dudek 72 Seller 92 Wallace 
13 Dodd 33 Carey 53 Browne 73 Foreman 93 Beckett 
14 Hill 34 Baker 54 Jenner 74 Packard 94 Wozniak 
15 Koch 35 Lazar 55 Thorne 7Š Russell 95 Hyland 
16 Till 36 Abbey 56 Butler 76 Shepherd 96 Jewelle 
17 Kirk 37 Emory 57 Hachet 71 Fawkes 97 Yorke 
18 Hope 38 Klein 58 Graves 78 Ryder 98 Lewis 
19 Gael 39 Tilly 59 Knight 79 Bennett 99 Bloms 
20 Cook 40 Payne 60 Holmes 80 Parker 100 Scrivens 

8. description 

1 Scar 21 Braid 41 Scrawny 61 Bandage 81 Fashionable 
2 Burn 22 Bald 42 Pretty 62 Stocky 82 Muscular 
3 Tan 23 Grimy 43 Young 63 Rotund 83 Dreadlocks 
4 Wiry 24 Patch 44 Slender 64 Petite 84 Birthmark 
5 Lean 25 Gaunt 45 Tattoo 65 Piercing 85 Creepy 

6 Waif 26 Pudgy 46 Muddy 66 Athletic 86 Perfume 
7 Buff 27 Lanky 47 Tubby 67 Grizzled 87 Wrinkle 

8 Tall 28 Hairy 48 Frumpy 68 Handsome 88 Ceremonial 
9 Dark 29 Wavy 49 Rough 69 Gorgeous 89 Rumpled 

0 Dry 30 Short 50 Blonde 70 Freckles 90 Delicate 

1 Old 31 Stout 51 Tattered 71 Jewelry 91 Sophisticated 

2 Ugly 32 Spiky 52 Starved 72 Average 92 Feeble 

3 Bony 33 Faded 53 Homely 13) Furrowed 93 Pigtails 

4 Slim 34 Plain 54 Shaved 74 Flabby 94 Hideous 

5 Cute 35 Broad 55 Greasy 75 Dimples 95 Graceful 

6 Torn 36 Dirty 56 Bruised 76 Brunette 96 Crooked 

7 Fair 37 Plump 57 Scrawny 77 Straight 97 Toothless 

8 Vile 38 Smell 58 Regal 78 Beautiful 98 Elegant 

9 Thin 39 Husky 59 Unkempt 79 Haggard 99 Elderly 
20 Pale 40 Curly 60 Bloody 80 Portly 100 Ginger 
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4. henchmen 


Coin per day correlates to maximum difficulty a henchman will voluntarily engage with. Flee upon damage 


igher than highest roll. Spend notch for a die according to table. 
lifestyle coin/day difficulty 

Poor 1 Easy 

Modest 2 Tricky 

Wealthy 3 Hard 
Decadent 4 Wicked 

notch 1 2 3 4 5 6 
die d4 d6 d8 d10 d12 d20 


5. archetypes 


Roles and classes for characters. Each archetype has its own level to improve. Characters may begin with 
one weapon, skill, miracle, element, and spellbook required for the role. 


1 2 3 4 
Brute Adept Saint Magician 
5.l. brute 


Spend one notch to re-roll one die when fighting unarmed. Roll one weapon skill every five levels in Brute. 
Spend one notch to re-roll one die in combat while wielding a weapon you are skilled with. 


polearm bludgeon blade range 
# 1 2 3 4 
1 Spear Club Knife Dart 
2 Lance Hammer Sickle Net 
3 Halberd Mace Axe Whip 
4 Pike Flail Sword Blowgun 
5 Trident Staff Sling 
6 Javelin Shield Bow 


Maintenance: Reduce damage on one weapon by one instead of resting. 


5.l.l. stronghold 


Level determines default difficulty of conflicts in siege and defense. Spend days building and reinforcing 
stronghold egual to each level earned. 


Level determines maximum die size when recruiting, crafting, or training. Spend notches and days 
training fighters and crafting weapons according to level. 


level 1 2-25 26-50 51-75 76-99 100 
die d4 d6 d8 d10 d12 d20 
notches / days 1 2 3 4 5 6 
level 1-25 26-50 51-75 76-100 
siege Easy Tricky Hard Wicked 
defense Wicked Hard Tricky Easy 


See "Goal" in Option All module 


6. profession 


Roll for occupation before adventuring. Characters begin at twenty-years-old. Roll for additional profes- 
sion representing five years. Receive one permanent physical damage for every five years over twenty. 


1 Spy 21 Thief 41 Sailor 61 Interpreter 81 Troubadour 
2 Cook 22 Farmer 42 Thatcher 62 Alchemist 82 Shoemaker 
3 Scribe 23 Miner 43 Bowyer 63 Tinkerer 83 Executioner 
4 Serf 24 Nanny 44 Midwife 64 Collector 84 Firefighter 
5 Brewer 25 Crier 45 Fletcher 65 Messenger 85 Clockkeeper 
6 Hermit 26 Hunter 46 Perfumer 66 Gardener 86 Innkeeper 
fi Smith 27 Usurer 47 Barrister 67 Salesman 87 Exterminator 
8 Monk 28 Jester 48 Prisoner 68 Translator 88 Mortician 
9 Potter 29 Noble 49 Mason 69 Minstrel 89 Fortuneteller 
10 Baker 30 Writer 50 Armorer 70 Auctioneer 90 Highwayman 
11 Priest 31 Butcher 51 Soldier 71 Architect 91 Librarian 
12 Tailor 32 Barber 52 Peddler 72 Carpenter 92 Performer 


13 Herder 33 Squire 53 Planner 73 Engineer 93 Apothecary 
14 Guard 34 Weaver 54 Teacher 74 Chandler 94 Gravedigger 


15 Tanner 35 Dancer 55 Carver 75 Accountant 95 Florist 
16 Maid 36 Miller 56 Cleaner 76 Caretaker 96 Painter 
17 Urchin 37 Jeweler 57 Ārtist 71 Musician 97 Taxidermist 


18 Cooper 38 Laborer 58 Barbarian 78 Dishwasher 98 Investigator 
19 Beggar 39 Courier 59 Servant 79 Fisherman 99 Lumberjack 


20 Raider 40 Inventor 60 Scholar 80 Secretary 100 Physician 
age damage age damage age damage age damage 
25 1 50 6 75 11 100 16 
30 2 55 7 80 12 105 17 
35 3 60 8 85 13 110 18 
40 4 65 9 90 14 115 19 
45 5 70 10 95 15 120 20 


7. designation 


# mix vowel soft hard 
1 È a f b 
2 g e h d 
3 w i 1 g 
4 x o m j 
5 u n k 
6 y s p 
7 g 
8 r 
9 t 
10 v 
11 x 
12 z 
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5.3. saint 


Roll to gain one miracle every ten levels in Saint. Use each miracle once per rest. 


1 2 3 4 5 6 
Illuminate Martyr Smite Healer Prophecy Banish 

7 8 9 10 11 12 
Purify Bless Intervention Rebuke Call Peace 


5.3.l. illuminate 


Create light with die egual to Saint level which functions like an item. 


1 2-25 26-50 51-75 76-99 100 


d4 d6 d8 d10 d12 d20 


5.3.2. martyr 


Reduce another character’s damage by taking an equal amount as damage. 


5.3.3. smite 


Succeed in violent conflict to mark target till rest, spend notch to re-roll any die on marked targets. 


5.3.4. healer 


Spend notches when not in a conflict to reduce an equal amount of damage on another character. 


5.3.5. prophecy 


Before rolling in a conflict, declare a number. If prediction is correct gain notches equal to number. 


5.3.6. banish 
Conflict against current damage, threats flee a distance equal to roll. 


5.3.7. purify 


Roll 1d100 under level in Saint to remove poison, cleanse, or cure someone within arms-reach. 


5.3.8. bless 


Another character may spend one notch to re-roll the lowest die rolled until rest. 


5.3.9. intervention 


Spend one notch to re-roll one die when failure could result in death. 


5.3.10. rebuke 


Spend one notch to detect if a statement is a lie. 


wm 


3.11. call 


Spend one notch to spiritually convey a short message to a distant person. 


5.4.1. magician 


Roll an element to function like a character trait and begin with die on the following table. Wielder re- 
ceives one damage upon use. Elements may only manipulate existing things. Elements may be manipu- 


ated with increasing difficulty at range. Master one element every twenty-five levels in Magician. 
Identify: Spend one notch then roll 1d100 under Magician level to identify a magical item. 
# die element 
1 d4 Fire 
2 d6 Earth 
3 d8 Air 
4 d10 Illusion 
5 d12 Ether 
6 d20 Water 
# distance difficulty 
1-5 Close Easy 
6-10 Near Tricky 
11-15 Far Hard 
16-20 Distant Wicked 


5.5. spellbook 


Each word functions like an item. Gain one word every five levels. Words with no dice vanish. Effects are 


instant and only last a moment. 


1 Love 21 Sleep 41 Freeze 6l Creature 81 Mark 
2 Wall 22 Fog 42 Swarm 62 Disguise 82 Nightmare 
3 Mend 23 Armor 43 Shroud 63 Attract 83 Telepathic 
4 Ward 24 Cone 44 Smoke 64 Truth 84 Bubble 
5 Seal 25. Ray 45 Touch 65 Subtle 85 Fist 
6 Scry 26 Bind 46 Shrink 66 Shake 86 Telekinesis 
7 Mock 27 Clone 47 Prison 67 Consume 87 Rust 
8 Fuse 28 Steed 48 Muscle 68 Reflect 88 Absorb 
9 Acid 29 Spray 49 Gravity 69 Condense 89 Transform 
0 Glue 30 Dead 50 Foresee 70 Memory 90 Soothe 
1 Heat 31 Track 51 Vision 71 Teleport 91 Spike 
2 Wake 32 Disk 52 Weapon 72 Phantom 92 Illuminate 
3 Web 33 Beam 53 Pacify 73 Unlock 93 Deconstruct 
4 Grow 34 Speed 54 Adhere 74 Energy 94 Animate 
5 Fly 35 Scare 55 Compel 75 Control 95 Preserve 
6 Age 36 Swap 56 Shield 76 Chaos 96 Intoxicate 
7 Mold 37 Bolt 57 Distort 77 Divine 97 Disintegrate 
8 Claw 38 Evoke 58 Dream 78 Summon 98 Conceal 
9 Cool 39 Ooze 59 Entice 79 Displace 99 Transmute 
20 Rage 40 Alter 60 Silent 80 Conjure 100 Invisible 


5.3.12. peace 
Spend one notch to negate damage from a violent conflict. 
5.4. temple 
Level determines die size. Roll temple die for additional healing on rest. Spend notches to recruit followers. 
level 1 2-25 26-50 51-75 76-99 100 
die d4 d6 d8 d10 d12 d20 
notch 1 2 3 4 5 6 


Oracle: Roll 1d100 under Temple level for a divine vision. 


